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GETTING STARTED 

Right side view 



GUILTY GEAR JUDGMENT disc with the label facing away from the 
system, slide until fully inserted and close the disc cover. From the 
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STARTING UP 

PSP™ (PlayStation'Portable) system configuration 
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IT'S BffW fl WCCIWe 

the world has heard from the small 
Eastern European kingdom of 
Villlania.As scattered refugee 
reports surface, the world learns 
of monstrous devastation and 
biogeocenosis experiments 
summoned by Raimond, Villtania's 
leading sorcerer. The once beautiful 
Villtanian countryside now runs 
red with the blood of its people. 

The United Nations declares an 
international emergency and offers 
a huge reward to any hot-shot 
mercenaries brave enough to 
restore order to Villtania. Warriors 
from around the world, some for 
the sake of justice, others for 
money, now gather on the 
Villtanian battlefield. A new 
war has begun. 
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At t he Main Menu, choose from Guilty Gear 
Judgment or Guilty GearX20Re!oad games. 

GUILTY GWR 
JUPGIim 

At the Wain Menu select Guilty Gear Judgment for 
side-scrolling combat mayhem! 

CWTfitfl/S nA t 

These commands are written m if iour character is 
facing right on the screen. If you are facing left, 
simply substitute "Right" for "Left" and vice versa 
in the command lists that follow. 

Directional Buttons / 

Analog Stick* Move Character / Scroll Menus 

<S> Button 
© Button 


Weak Attack* 
Medium Attack 


Jump / Confirm at Menu Screen 
Back Attack r i 
Psych Burst. Lets/ou blow 
away surrounding enemies 
when your character has a full 
Burst Gauge (fill your Burst 
Gauge by filling up your Tension 
Gauge first until it spills over into 
your Burst GaugaOa PsyCh 
Burst hits an opponent (Psych 
BuceWtecoveryJ. your character 


Start Button 


Pause 


m back some life. 


SMenu 


•Pressing any of the attack buttons consecutively 
can change the resulting attack. Combining the 
attack buttons with the DIRECTIONAL BUTTONS 
and/or the © BUTTON (jyfp) will also create a 
more comple*mtack. 1 






DASH Rapidly press the DIRECTIONAL 
BUTTON twice in the diraefion the character is 
facing (also possible gjio-air). 

BACK STEP Rapidly press the DIRECTIONAL 
BUTTON twice in the opposite direction the 
character is facing (alsopO'Ssiole mid-air). 

SIDE STEP Rapidly press the DIRECTIONAL 
BUTTON f or 4 twice,^^ 

Note: Some characters can not perform dash, left 
step or side step moves. 

OVERDRIVE ATTACK Enter a character- 
specific command. See Character Moves on pg 
13 for specifics. Overdrive Attacks require at 
least 1/2 the Tension Gauge to perform. 

CHAOS ROMAN CANCEL Enter a character - 
specihccommand. See Character Moves on pg 
13 for species. This move lets you cancel a 
special rnoWe already in motion and replace it 
with another special move without consuming 
the Tension Gauge. If a Chaos Roman Cancel is 
successful, the special move cannot be used 
again within the same attacking sequence. 


RESETTINGTHE GAME 


To reset the game and return to the title screen. 
press the R BUTTON L BUTTON SELECT 

BUTTON and START BUTTON simultaneously. 
You cannot reset at the Save/Load screen or in 
Multiplayer Mode. 


* I 

k * 







WfMC iCRCCT! 


Fighter engaged in battle 


Shows the character s 
remaining health. The 
player is knocked out 
when this Gauge is empty. 
Pick up items or avoid 
contact with opponents 
and enemies to preserve 
life. If the player has 
remaining 3fl|lls when a 
character is'knocked out. 
the Life Gauge yyill be 
restored to ful y 
Measures amount of 
tension available to 
execute Overdrive 
Attacks and Chaos Roman 
Cancel. 

Tallies points earned 
ettfring a match. 

Fill the Burst Gauge to 
m a Psych Burst. 







moots 


il Button to sele 


Use the Directional Button to select from Story. 
Survival. 2 Player Co-Op or Options, then 

confirm your choice by press ing Ihe © BUTTON 


STORY 

Sol. Ky, May. Millia. andk^io are available 
characters at the beginning of the game's core 
Story Mryte. As you progress, you will unlock 
additional characters and levels. Story events 
will occur that involve dialogue between 
characters. Ypu ca n byp ass this dialogue by 
pressing the O BUTTON 
After selecting Story from the Main Menu, the 
Character Select screen appears. Use the 
DIRECTlOIpkL BUTTONS to highlight a 
characte red then confirm the selection with 
the © BUTTON After choosing your character, 
the Stage Select screen appears. You can play 
stag es pre viously cleared as well. Press the 
© BUTTON to select your stage and begin play. 


Basic Rules 


• A stage is cleared when you reach the end. 

• When a character's Life Gauge is empty, 
he/she is knocked out. 


• The game is over when a character is 
knocked^ut and has zero remaining souls. 


Results & Rank 


Results are displayed when you end the game. 
Points acquired during the game are added. 
Your rank appears only when your scdfce has 
ranked in after finishing the gamts-or when the 
game is over. ResulWcan be saveaSnd you can 
check your ranking in the Options Menu. 


Pause Menu 

Press the START BUTTON to access the Pause 
Menu and chooseTroftrttae following: 

RETURN TO BATTLE Resumes play. 
COMMAND LIST. Access a character's special 

attack conwhqmts. 

BUTTON CONFIG. Customrap your key 
configuration here. 

STAGE SELECT If you have other stages 
unlocked, you can choose to play within any of 
those available areas. 

QURGAME Exit the game ar^jt return td the 
Title Screen. 


SURVIVAL 

Survival Mode is an ongoing battle over a 
limited number of stages within a given time 
limit. You clear a stage and advance to the next 
after defeating all enemies within the time limit. 
Your remaining time will carry over between 
stages. The game is over when one character is 
knocked out or if enemies remain when the 
time reaches zero. 

When the game ends, your total points and 
ratings will appear. Your ranking is displayed only 
when your score has ranked in after finishing the 
game. You can save these results andtheck your 
overall ranking in the Options Menu. 


2 PLAYER CO-OP 

You and a friend can play cooperatively in Ad 
Hoc Mode (although no story events occur 
during game playX Networking with other 
players will require Two PSP* systems and two 

Guilty Gear Judgment game discs. 






How lo Connect Wirelessly 

Load the game, ttffn on the PSP* system's 

WLAN switch then seiict 2-Player Co-Op. 

A lobby screen will appear and display players 
within wireless range. The player's name will be 
the nickname set on the-PSP* system. Choose 
a player that you would like to play with 
cooperatively. When you receive a request to 
play as a t eam, you can accept by pressing the 
© BUTTON or decline fcy pressing the ® 
BUTTON. The playerlwho receives the request 
to play as a team becomes Player 1. Once 
preparations for team play are complete, 
players will enter the Character Select screen. 
The game starts after both players select 
haracters. 

*lf therafs heavy traffic at the lobby screen or 
you e^erience problems with connection. try 
changing Ufa connection status by switching 
channel settings before attempting to 
reconnect. 


Basic Rules 

• A stage is cleared when both players reach 
the end. 

• Characters are knocked out when their Life 
Gauges are empty. The game is over when 
both Player 1 and Player 2 are knocked out 
and have zero souls remaining. Souls are 
shared between both players. 

• If one player is knocked out. this player will 
appear as a,tr^isparent "Ghost." Ghost 
chapters den^nly move, not attack. If one 
player receives Vsoul while the other player 
is in Ghost condition, a Ghost player can 
recover and resume actual combat. 

• Points acquired taring the g we as foil as 
player ratingsar^lisplayed whenthe game 
ends. Results can not be saved andWill not be 
reflected in the overall rankings. 
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OPTIONS 

Use the ^ and «♦ DIRECTIONAL BUTTONS to 
change settings afte?T*»fcjng your selection from 

the menu. 

DIFFICULTY Choose between Normal or Hard. 
BUTTON CONFIG Enable&you to remap controls 
to the Ijutton cohfajuration y*u prefer. When 
Analogw switched ON. you can control character 

movement with both the DIRECTIONAL 
BUTTONS and the ANALOG STICK 
SOUND OPTIONS Lets you listen to and adjust 
the BGM (background music)*niLSFX (iund 
effects) volume. Adjusting theVotyne hire will 
change the volume for the entire game 
Note: selling the BGM and sound effects to "O" 
will result in no sound for all game modes Choose 
DEFAULT to return music and sound effect 
volumes lo the original settings. 

RANKING View your scores and rankings from 
Story and Survival Modes. 

AUTO SAVE: Choose to automatically save your 
game here. 

SAVE: Save high scores, option settings and 
game progress here. To save your game, you will 
need a Memory Stick Duo' or Memory Stick PRO 
Duo ' (each sold separately) with aTleast 128KB 
of free space available. Make sure a memory 
stick is correctly inserted into the MafViory Stick 
Duo' slot. When selecting the SAVgoption. 
choo se YE S or NO and press the 
© BUTTON to confirm your choice. 

LOAD Lets you load any previously sayed 
gam e data . Choose VES or WOandpressIhe 
© BUTTON to confirrjiyfur choice. 

Note: Game data will load automatically when 
starting up the geme (if you have saved data 
on your Memory Slick Duo ' or Memory Stick 
PRO Duo ' when it is inserted into the system 
before switching the power on). While 
saving/loading data, do not turn off the power 
or insert/remove your Memory Stick 
Duo ' /Memory Slick PRO Duo 
EXIT Select toj^urn toJne Main Menu. 






PICK (IP'S 


© 

Si 


Qs 


SANDWICH Restores a small amount 


IP Restores a large amount of 


ft SODA Slightly increases the Tension 
I Gauge (wifi increase the Burst Gauge 
W it the Tension Gauge is already full). 
A mi 


z 


O 


COM Significantly increases the Tension 
Gauge (will increase the Burst Gauge if 
the Tension Gauge is already full). 

SOUL Adds an extra soul. 




SILVER MEDAL Awards 1.000 points. 


GOLD MEDAL Awards 5.000 points. 
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cmmcTPR muvts 

Each characterhasOTHque move combinations 
you can use to your advantage in battle. These 
moves can also be viewed in the Command 
Lisl fromjhe Pause Menu. 

Note: These commands arewrilten as if your 
character is facing right on the screen. If you are 
facing left, simply substitute “Right" for “Left" 
and vice versa in the command lists that follow. 



WHEN SQUATTING: 

Weak Attack .©-Kick 

Middle Attack «=Slash 

Strong Attack •-Dust 

WHEN JUMPING: 

Weak Attack •-Kick 

Middle Attack .•-Slash. © © Heavy : 

Strong Attack •-Oust 

SPECIAL MOVES: 

Gun Flame 4. V ^ • • Button 

Volcanic Vipet ... ■* I S * Button 

Sweep Down 

(during Volcanic Viper) t Vf8 Button 

Bandit Revolvet 4 V •» • Button 

Grand Viper 4«- ■• Button 
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fiji ..ft!. 






































°SS : . *w ® 

sat ? 
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1 

l , m 


Zappa 


...•=Nmi Slash 
® ®=Fa, Slash 


ar 


WHEN SQifATTING: 


WHEN JUMPING: 


Strong Attack . 
LEFT ATTACK 



#RCLWID 


Al Ihe Majn Menu select Guilty GearX2#Reload 
to play fasP^fiaced arcade style fighting against 
23 ch^cter fS^rites. 

COflTRUL'S 

® BUTTON Punch \ . 

9 BUTTON .Kick / Accept ^nu Selection 

© BUTTON Slash 


R BUTTON Dust 

L BUTTON Taunt/Attack Honor* 

SELECT BUTTON Memory (used during Training 
Mode. See page A3 for 
details). 

START BUTTON Pause 


USING THE DIRECTIONAL BUTTON ** 

These commands assume your chapter is 
facing right. You can change your Control 
preferences at the Options Menu. 

STRAIGHT UP JUMP DIRECTIONAL BUTTON f 
FORWARD JUMP DIRECTIONAL BUTTON P 
MOVE FORWARD. DIRECTIONAL BUTTON «*■ 
CROUCH DIRECTIONAL BUTTON * W * 
MOVE BACKWARD DIRECTION BUTTON «- 
JUMP BACKWARDS SlRECVONAL BUTTON \ 
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DASH Press the DIRECTIONAL BUTTON 

twice quickly in the direction of your opponent. 
A dash can also be performed mid-air with 
certain characters. 

GUARD Press the DIRECTIONAL BUTTON in 
the direction opposite your opponent to guard 
against attacks. 

BACKSTEP Press the DIRECTIONAL BUTTON 
twice in the direction opposite your opponent to 
jump back. (This move cannot be used with 
some characters.) 

RESETTING THE GA ME 
Press the R, L. SELECT and START BUTTONS 
simultaneously to reset the game. 

‘Press the DIRECTIONAL BUTTON «- to taunt 
your opponent. Press the L BUTTON while 
pressing the DIRECTIONAL BUTTON towards 
your opponent to attack his honor. 

“The Analog Stick can serve the same function 
as the DIRECTIONAL BUTTONS to move your 
character. To use the Analog Stick as your 
default, change your Button Config in the 
Options Menu. See page 46 for details. 
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uniWRm Moves 

All commands are for a right facing character. 

PSYCH BURST R BUTTON + any Attack Button 
pushed simultaneously 
When your Burst Gauge is maxed out. a Psych 
Burst lets you become temporarily invincible and 
blow your enemy away. A Psych Burst can be 
used offensively and defensively: 

• If you use a Psych Burst while you are being 
attacked, the Burst will serve as a defensive 
combo breaker, your opponent will be pushed 
backward and you will earn 1/3 of your Burst 
Gauge back. If you do not successfully push 
back your opponent, the Psych Burst consumes 
the entire Burst Gauge. 

• You can also use the Psych Burst as an offensive 
attack that will consume 2/3 of the Burst Gauge. 
A successful attack fills your entire Tension 
Gauge. 

Note: It is possible for your opponent to block e 
Psych Burst. 

TWO-LEVELJUMPS V f. * during jumps 
Lets you jump again while mid-air. (Chipp Zanuff 
can jump three levels.) 

HIGH JUMP l. f 

Quickly press the DIRECTIONAL BUTTON l then f 
to jump higher than usual. However, you cannot 
make a Two-Level Jump after a High Jump. 
FORWARD THRUST ATTACK -► + Attack Button 
Wi th an y character, press the DIRECTIONAL 
B UTTO N + while pressing the <§». ® or © 
BUTTONS to transform attacks. Some characters 
can also combine this move with kicks. For 
Bridget only this attack must be performed with 
the DIRECTIONAL BUTTON -*■ * © BUTTON 
DEAD ANGLE ATTACK during Guard, press 
the ^ + any two attack buttons (except Dust) 
simultaneously. 





buttonsequence. the Tension Gauge changes 

from its~fttoal condition fcpthe Instant Kill 
Gauge. The7h«tant Kill Gai% falls steadily. When 
it reajB®0. youf^trength smrts to be 
consumed. If you pfessall fou^Attack Buttons 
(except Dust) again. yoi) can return the Tension 
Gauge to normal. While in this stage, you can 
input the commandssKat willunteash ardnslant 
Kill Attack. The Gauge is comftLdWly wipld out 
after you launc^an Instant Kill kltak so ftyou 
miss your opponehLyou won Me able tojuse 


A Dust Attack cannot Wused while crouching or 
guarding. After hitting your oonpBent with a Dust 
Attack, press the DIRECPONALBUTTON f to 
pounce on yottfoppad enjjBd hit hirffVvith a 
combo. Preying theflwTrOAf during a jump 
activate^Bh "AeriaTOust^ttack' that is diffafirdr 
for eacn charadfer. 

SWEEP R BUTTON while crashing 
A swept opponent cannot »ree a Recovery move 
Robo-KyDsesafi'ElectrifMat' instead of a 
Sweeper 

RECOVER *.Any Attack Button while down 
When kn«f«d down by an attack, press any 
Attack ButtAi while in mid-air to regain your 

balance. 

THROWS or + • while near opponent, 

on the ground or Aid-Sir 


a period of time, your 
tikO. Passive acts 
rotir opponent or staying 
i to avoid combat. 


opponent while pressing any two ftjttck Brittons 
except Dust. In this state, your oppwienti Special 
Moves will not hit you but only knock ycaf jack 
further than usual and you will not recede any 
damage. You can also block attecksJowe ver 
yourlension Gauge falls during ttankne Faultless 
Defense isacti^ited and if it runsout. you will no 
longer be ablpfo use this defense. 

JUMP CANCEL A? j 

You canoverrideiaeWmadves. such as hitting 


through the air. However, 
mid-air during a Dash or E 
GATUNGCOMBOS'^us 
time in a sfiecifrpd ordeh) 
out of a seiWs of normal m 
second mo® Ik soon as y 
with Aur firAaflfeck. The i 
can b^ttsed vVilhby cha, 
OVERDRIVE AmCKS C 





unf rum^ ■ T^-sion & bur^t 



• Tension Gauge -.The Tenjltin Gauge fills as 
you dash andlaiWalfag*. If needs to be at 







least 50%Riled inarder tgjjerform Overcki*e»" HflM F MPflF^S 
Attacks and RoralViCap<lk *ilr lv 1 IV/L/V ) 


Wo/«: Robo-Ky has antlectric Gauge instead of 
a Tension Gauge. 



when time expTre^Jfthe match is not settled 
within 3 rounds, a nraWourth round begins. If 
the match cannot be decided by the end of the 
fourth round, the game ends for boll i pie 










VN on tb «—» the^ejected character's stage. If no stage is 
ou wish to 'selected, the stage of the character selected by 


Note. If there is heavy tra ffic ajJ M lobby screen 
or you experience proJUamKtXfith connection, try 
changing the connection status by set it chin 
c/i^H 


Player 2 is usettr-—», 

TRAINING 

Trainl 


VS CPU 

VS. CPU mode lets yl 

computer-controlled opponents!, _ 

brought to th>6hjracter Select screen where 
you can choose wmfckchgracter you want to 
play and then select the computer-controlled 
opponent to play against. The gaimi mill ahtfit 









RETURN: Return to the game screen. 
MODE Enables you to sel both sparring 
characters to CPU Watch two 

computer-controltenopponertis/ight 

each other. 

ENEMY STATE. Lel^y ou^le ct or* of fo 
settings foufttui sjiapai^pailner. 


After recording 


perform the receded move>^very fifce you 
press the SELE(M button. You cl^playback 
the recording indOTiitely until youCTte«t.e a 
new one. Holding down \he SELECTbuVidn 
for more tharHe^cond lets you bypass the 
menu and enter RehwdStandby mode. 



HBKoiled character's skill level in Vs CPU 
\ and WATCH higher the setting. 

the greater the enemTS'strength. 

• UFE REGAIN Determines whether or not the 

character regains strenoth. 

• DBtAUcfo* turns all EWMY SETTINGS to 

the%faultsX \ 

You canreset the matchby pressing the 
L BUTTON (provoke) andSELftTbutton 
simultaneously 


on your 
overall l( 


lc 


only slightly 


game ends 







GAME OPTIONS-. Adjust geperal settings 
the entire game, f Jr 


GAME LEVEE SeWne level of the computer 
opponent in Arcade Mode & VS. CPU Modes to 
1 of 6 difficulty levels: Begm/iar. Easy. 

Normal Hard. VeryMNtffa\ nd Maniac 



VICTORY l 
that plaujfl 


BGM Set the bajAground music 
Sit the end of each round. Choose 
MUTE (no souffd). FADE (gradual 
r (no change 

L Revert gameplay features to 
llf/y Gear (GG) or Guilty Gear X 
0 default is OF. 


DEFAULT Reh 
default settings 


ANALOG: When switched ON. 
control character movement w 

the DIRECTIONAL BUTTONS < 


commands, 



Lets you listen to and adjust the volume for 


kground music) 


sets and BGM 


heard during the 


y mode. You can enable audio by 


adjusting the volume in this menu or by choosing 


r to return to.orig 


RANKING 


u to view 


.thissc.JPPI^™ 
for erasing Ranking 
data, select YES 
onfirm. Pressing 
to the Options 


ingsandgr 

t . ., ... igSAVCfrom" ~ 

u. You will need a Memory SI 
■y Stick PRO Duo' (each so 

ast 128KB of free space a> 

;esure a memory stick is correct 
‘ ie Memory Stick Duo" sibt. Ipe 
AVfoptionr choose YES or AfO. and press 
the O BUTTOJfto confirm your choice. 

You can load'previously saved gamePTa by / 
selecting the LOA D opttf “ 

and press the O 
choice. * 


choice. 4 

j e data will load automatically 
whan starling up the^mafassuming you have 
savad data in your Memo fy Slick Duo" or Memory 
Slick PRO Duo ' when it is inserted into the 
system before switching the power on). 
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While saving or loading data, please do not turn 
off the power or insert/remove your Memory 
Stick Duo'/Memory Stick PRO Duo". 

You can also select AUTOSAVE from the 
Options Menu to ensure that at the completion 
of every fight your game will automatically save. 
GO BACK Returns you to the Menu screen. 




Th 
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Ch«ts out 
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PUBLISHER'S WARRANTY 


click on the 'Support" link. 
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